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Abstract  
The purpose of the following research is to develop the interactive teaching approach which will contribute to the development 
of the communicative competence of students of economic universities. Popular game “Alias” became the basis for the 
development of the interactive teaching approach and the developed approach was named “blitz-game”. The process of 
implementation of the blitz-game is presented in details in the paper. During the research the components of the communicative 
competence were identified and methods of assessment were developed. 170 students and 4 teachers participated in the 
experiment. The teachers used the blitz-game during practical classes in an experimental group. According to the results, in the 
experimental group the communicative competence of students and teachers’ satisfaction of their job results were much higher 
than in the control group. 
© 2015 The Authors. Published by Elsevier Ltd. 
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1. Introduction 
Profession of a manager is traditionally referred to such type of professions as “person-person”. His or her task 
is to carry out organizational activities in a company management structure. Managers run the company by means 
of other people’s work who perform their official duties. Besides, in Russia a widespread term “manager” is used 
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for indication of professions, maintaining cooperation with people. Representatives of this profession are required 
to establish and support business relations, to speak clearly and reasonably, to be able to hear and to listen to a 
person, to organize the work of a team, to motivate and encourage employees. Today most of the graduates from 
economic universities are ready to work with documents much more rather than with people. Traditional teaching 
approach does not let the communicative competence of students develop. 
L.A. Petrovskaya (2007, p. 387), U.N. Emelyanov (1985, p. 166), U.M. Zhukov (1990, p. 104), K.M. Levitan 
(2001, pp. 89-91), I.S. Radchenko (2006, p. 22), G. Raven (2002, p. 396) discussed the problem of development of 
communicative competence in their works. However, there is no such technique developed in literature that would 
improve the communicative competence of bachelors of economic universities, encourage them to overcome 
communication difficulties and would be more informal than other interactive approaches existed. 
2. Objectives and methodology  
2.1. General information about the blitz-game 
The development of the interactive approach originated from a popular board game “Alias”. “Alias” has been 
developed in Finland and is produced by Nelostuote Oy under the brand name Tactic. The game has been on the 
market since the early 1990s and is one of the most popular party games in Russia. “Alias” is a board game, which 
objective is to explain words to each other. Teams of two and more players can participate in this game.  
In the game “Say in a Different Way” one has to explain the word, using different words but not mentioning the 
word itself. That is the task is to let other players guess as many words in the card as possible by means of usage of 
synonyms, antonyms, hints, explanations. The first team to reach the finish space wins the game. In terms of 
classroom activities it has been called “the blitz-game”. 
Number of players  
Players are divided into teams of two to six people. Number of teams is optional. 
Playing time is about 0,5 of academic hour. Time limits are given in Table 1. 
Time limits were set in such a way that the game would not become tiresome for students and the second part of 
the class could be spent on studying the academic material.   
 Table 1.Time limits 
Time Sequence of the game 
5 minutes Division of game players into teams by means of a toss, preparation of a game field. 
35 minutes Conduction of the game. 
5 minutes Summarizing results of the game. Discussion of suggestions and impressions. 
Feedback.  
Total: 45 minutes  (0,5 of academic hour)  
Tools and software used 
Cards with words, prepared in advance, and a game field are used during the game. 
The game consists of several units, which correspond to the disciplines of the curriculum of bachelors. It should 
be pointed out that both general and professional disciplines are presented in the games that let students of 
different degree programs participate in the game. 
After analysis of curriculums of bachelors’ degree programs “Economics” and “Management” the number of 
common disciplines was set. These disciplines are: 
x Accounting and analysis; 
x Money, credit, banks; 
x History of economic doctrines; 
x Macroeconomics; 
x Marketing; 
x Management; 
x Microeconomics; 
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x Statistics; 
x Finance; 
x Company economics. 
210 key terms were chosen from each discipline (on the whole 2100 terms), and then cards for conducting game 
were formed (350 cards, 6 words in each card). Examples of cards are presented on Fig. 1. Division into modules 
let a teacher form a game, where only previous disciplines mention. Hence, we have flexible game system, which 
can be changed depending on the users’ requirements. 
 
Accounting  Money, credit, banks  History of economic doctrines 
 
Macroeconomics  Marketing 
1. liability  1. deposit  1. monetarism  1.money supply  1. price 
2. statement  2. non-cash payment  2. Keynesian cross  2. capital  2. retail 
3. total balance  3. credit  3. marginalism  3. unemployment  3. market segment 
4. authorized capital  4. rouble   4. liberalism  4. rent  4. advertisement 
5. currency 
transaction 
 5. central bank  5. classical theory of economics 
 
5. inflation  5. good 
6. cash 
 
6. factoring 
 
6. economics 
 
6. aggregate supply  6. franchise 
 
Management  Microeconomics  Statistics  Finance  Company economics 
1. coordination  1. market  1. sampling  1. finances  1. capital assets 
2. management  2. demand  2. deviation  2. budget  2. personnel 
3. controlling  3. elasticity  3. mean  3. subsidy  3. profit 
4. mission  4. budget line  4. correlation  4. insurance company  4. leasing 
5. risk-management  5. offer  5. model  5. profit organization  5. outsourcing 
6. manager  6. supply  6. median  6. surplus  6. salary 
Fig. 1. Examples of cards for conducting the blitz-game 
Another category of the cards is cards with names of famous economists. Each card contains six names, which 
should be explained by students. On the whole, there are eight cards with names of economists. 
The size of the game field is fixed. It consists of circles, in each circle there are either numbers from 1 to 6 or 
the camera symbol. On the whole, there are 40 circles with symbols and numbers. The example of the game field is 
presented on Fig. 2. 
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Fig. 2. Game field 
The sand timer and counters, which represent each team, are also used in the game. 
2.2. The course of the game 
Cards with words are mixed and laid out at the game field. All The teams play in terns. The first team decides 
who will explain words and who will guess them. The person, who has to explain words, takes a certain number of 
cards (15-20 cards), the rest members of the team choose a number from 1 to 6 (these are numbers of words in the 
card), for example 4. When the sand timer is turned over, the player starts to explain word number 4. When the 
team guesses the correct answer, the explainer puts the card on the table and starts explaining the word number 4 
on the next card. When the sand in the sand timer runs out, the other teams shout out “Stop!”. 
If the explainer makes a mistake during his or her explanation, the word is not accepted and the team has to 
move one space backwards. 
For example, if the team guesses 6 words correctly and during the explanation there are 2 mistakes, the team 
moves 6 spaces forward and 2 spaces backwards. On the whole, the team moves 4 spaces forward. 
If there is a word that is hard to explain for the player, he or she may skip this word and turn to another card, but 
it will be a move backward. 
When the first team finishes explaining and guessing of words, the next team starts to play. The explainer of the 
first team puts the used cards aside and gives the rest cards to the explainer of the next team. The explainer of the 
next team takes these cards and also takes some more cards from the pack of cards. The explanation process goes 
much more quickly when the explainer has cards in his or her hands.  
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After the first game round the number of a guessing word is displayed on the game board. The circles on the 
board are numbered from 1 to 6. The circle, where there is a counter of the team, shows the number of the guessing 
word. 
The explainer changes in every game round. 
The first team to reach the finish space wins the game. 
The words in the cards are in random order, there may be verbs, adjectives and nouns. Numbers from 1 to 6 do 
not determine the difficulty of words. It depends upon luck whether you pick up easy or difficult words.  
The word should be guessed in a correct form. For example, if the correct word is “insurance”, then the word 
“to insure” is not accepted. The explainer should help the team to guess the correct form of the word. The ending 
of the guessing word should be as in the give card. 
During explanation one cannot use parts of the guessing words and forms of the same lexeme. If there is a word 
in the card “investment project” and the team guesses the word “project”, then after that the explainer may use this 
word during explanation. During explanation one can also use synonyms and antonyms. For example, to explain 
the word “Liability” one can say “the antonym of Asset”. 
When one of the teams passes through the black circle on the board, the next round gives right to every team for 
“stealing”. The team, which passes through the black circle on the board, has to struggle for its own words with 
other teams in the next round. The “stealing” round starts even if the team does not stay on the black circle but just 
passes through it. The other teams have to watch carefully that the “stealing” round will be played. The “stealing” 
round is played without any sand timer. The team takes 6 cards and starts guessing words with the number 
corresponding to the number of the circle under the team counter. All the other teams also have the right to guess 
these words. The first team to shout out the correct word moves one space forward. While guessing the last word 
the right for “stealing” is always in force. 
If the team passes through the black square by means of words guessed during the “stealing” round, it continues 
playing with the usage of a sand timer without “stealing” round. The “stealing” round is not played in this case. 
After every turn all the players discuss the words which the explainer could not explain or which the players did 
not know. Players offer variants of explanation and discuss the mistakes, which were made and which could have 
been avoided. The task of the teacher in this part of the game is to watch the discussion, to listen to the variants, to 
note the ones closest to the correct meaning, to explain words, the meaning of which students do not know or 
understand incorrectly. 
3. Research design 
3.1. Procedure 
The research is aimed at the assessment of the impact of the developed interactive teaching approach on 
communicative competences of bachelors of economic universities. During the conduction of the experiment the 
participants underwent the survey procedure and the procedure of the communicative competence assessment for 
three times: before the introduction of the interactive approach, after the end of the first semester and second 
semester.  
The research of the scientific literature shows that there are many theories and variants concerning 
communicative competence. Researches of Russian scientists, such as I.I. Bim (2001, p. 48), I.A. Zimney (2003), 
A.M. Novikov (1997, p. 253), R.P. Milrud (2000, pp. 9-15), A.V. Hutorovskij (2003, pp. 58-64) and others, belong 
to this topic. D. Hymes (1972, pp. 269-293), A. Halliday (1973, pp. 19-20), van Ek (1991, p. 252) and other 
foreign scientists tried to distinguish component structure of communicative competence. In a huge variety of 
approaches to the analysis of the communicative competence structure the most general components are: 
x linguistic (lexis, grammar, phonetics, orthography); 
x discourse (formation of oral and written texts); 
x pragmatic (successful achievement of a communicative goal); 
x strategic (overcome of communication difficulties); 
x sociocultural (conformity to sociocultural norms). 
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Besides, on the results of the semester the teachers underwent the survey procedure and assessed the results of 
the educational process in terms of achievement of pedagogical goals, which correspond to Bloom’s taxonomy. 
3.2. Participants 
3rd year bachelors of graduate degree programs 080100.62 “Economics” and 080200.62 “Management”, faculty 
of Economics and Entrepreneurship, South Ural State University (Chelyabinsk, Russia), acted as experimental and 
control groups in our research. The students’ age: 20-21 years old. Academic groups, included into experimental 
groups, were chosen in a random way. 
The experimental group included 3 academic groups of different degree programs, total number is 84 students, 
among which 35 males and 49 females. The teachers used the developed methods on practices in experimental 
groups. The control group also included 3 academic groups (86 students, among which 38 males and 48 females). 
The practices of the control group were held in a traditional way. The division of participants into groups is 
presented into Table 2. 
Table 2. Division of participants 
Type of the group Male Female Total 
Control  35 49 84 
Experimental 38 48 86 
Total 73 97 170 
    
The experiment was conducted from the 2nd of September 2013 till the 7th of June 2014. It took two academic 
semesters and was interrupted during academic holidays and examination session. For conducting this experiment 
two disciplines were chosen in the first semester: “Insurance” and “Price formation”, and two disciplines were 
chosen in the second semester: “World Economy and International Economic Relations” and “Financial 
Management”. The disciplines were chosen in such a way that lectures and practices of both experimental and 
control groups were held by one and the same teacher with the usage of the same material.  
3.3. Stages of the research  
1st stage – preparation (2011-2012). At this stage of research the theoretical analysis of literature on the research 
topic was held, the relevance of the research topic was determined, its problem, aim, object, subject, tasks, 
hypothesis, methodology. 
2nd stage – content (2012-2013). At this stage the components of communicative competence of a bachelor, 
belonging to the economic university, were set, efficiency of interactive teaching approach usage during teaching 
process was determined, the system of assessment was developed, the blitz-game was created, the research 
hypothesis was specified. 
3rd stage – experiment (2nd of September 2013 – 7th of June 2014). At this stage experiment testing of main 
research hypothesis was conducted. At the first stage students were surveyed and interviewed in order to establish 
the level of their communicative competence. Then lectures and practices were held for the control group and for 
the experimental group. In the experimental group the developed interactive approach was used. The students 
underwent the procedure of communicative competence assessment for two times – after the first and after the 
second semester. Teachers were also offered to assess the results of the research after examination session. 
4th stage – conclusion (2014-2015). The results of the experimental research on testing and implementation of 
the blitz-game into the educational process of the economic university were processed, summarized, classified and 
analyzed. The conclusions, received from previous stages, were corrected, the text of the article was formed. 
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4. Discussion of the research outcomes  
4.1. Results 
During the experiment students were estimated by three tests according to the skill level of communicative 
competence. The estimation was conducted by means of the questionnaire survey and the interview with 
participants. The following levels were singled out for solving the research problem: high, average, satisfactory 
and low. Results of the test are presented in Table 3. The first test showed that there is no drastic difference of 
communicative competence in the experimental group and the control group.   
Table 3. Results of first, mid-term and final test on components of communicative competence, % 
Components of 
communicative 
competence, % 
Levels Control group Experimental group 
Stages of experimental work 
first test mid-term test final test first test mid-term test final test 
Discourse 
component 
high 15,2 17,0 19,2 15,7 19,6 22,6 
average 38,5 41,1 42,6 38,8 40,5 47,3 
satisfactory 36,2 32,1 30,2 33,7 31,4 26,1 
low 10,1 9,8 8,0 11,8 8,5 4,0 
Linguistic 
component 
high 20,2 21,9 22,4 20,5 25,3 28,0 
average 31,4 34,3 36,0 31,0 35,5 38,9 
satisfactory 41,8 37,8 36,5 42,0 35,2 30,3 
low 6,6 6,0 5,1 6,5 4,0 2,8 
Pragmatic 
component 
high 13,5 14,0 16,5 13,2 24,7 31,2 
average 23,8 25,1 33,4 24,6 35,8 48,7 
satisfactory 34,1 37,5 34,4 35,2 29,2 18,9 
low 28,6 23,4 15,7 27,0 10,3 1,2 
Sociocultural 
component 
high 15,8 16,6 18,9 15,9 18,4 22,1 
average 35,6 38,3 40,2 35,6 41,8 45,7 
satisfactory 40,3 37,1 33,3 40,0 31,9 26,2 
low 8,3 8,0 7,6 8,5 7,9 6,0 
Strategic 
component 
high 16,3 18,8 20,8 13,5 25,9 41,4 
average 26,1 27,0 27,8 25,5 30,1 37,2 
satisfactory 42,4 44,3 42,8 44,8 35,5 21,4 
low 15,2 9,9 8,6 16,2 8,5 0,0 
   
According to the information in the table, the rate of communicative competence components grew, but in the 
experimental group the growth was more rapid. This difference can be clearly seen if one looks at the pragmatic 
and strategic components. At the end of the experiment 41,4% of participants in the experimental group have a 
high level of the strategic component, in the control group it is only 20,8%, the low level: 0,0% in the experimental 
group and 8,6% in the control group. The percentage of students with a high skill level of the pragmatic 
components grew practically in two times in the experimental group (from 13,2% to 31,2%) comparing to the 
beginning of the experiment and became two times higher than the percentage of the same students in the control 
group at the end of the experiment (32,3% vs. 16,5%).  
The teachers, participated in the experiment, were offered to assess their work efficiency in control and 
experimental groups in terms of achievement of pedagogical goals, which correspond to Bloom’s taxonomy. The 
achievement of every goal was estimated by five point scale, where five points correspond to the full achievement 
of the objective, one point means the objective is not achieved. In Table 4 average grades on each from the three 
academic groups, which are included into the experimental and the control groups, are presented. 
Table 4. Assessment of a teacher’s work efficiency according to Bloom’s taxonomy 
Level of academic 
objective 
Insurance 
(1st  semester) 
Price Formation 
(1st  semester) 
World Economy and 
International Economic 
Relations (2nd  semester) 
Financial Management 
(2nd semester) 
CG EG CG EG CG EG CG EG 
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Knowledge 4,7 4,7 4,3 4,7 4,7 4,7 5 5 
Comprehension 4,3 4,7 4,3 4,3 4,7 4,7 4,7 4,7 
Analysis 4 4,3 3,7 4,3 3,7 4 3,7 4 
Application 3,7 4,3 3,7 4,3 3,3 4 3,3 4 
Synthesis 3,3 4,0 3,3 4,0 3,3 4,3 3,0 4 
Estimation 3,0 4,0 3,0 4,3 3,0 4,0 3,0 4 
 
Analyzing the table, it is getting clear that on the levels of knowledge and comprehension passive and 
interactive methods give approximately the same results. Application of interactive methods on higher levels 
contributes to achievement of pedagogical goals. Teachers also note that it was easier to establish relations with 
students from the experimental group. Besides, students from the experimental group participated in the class 
activities with more enthusiasm and gave better answers on the exams. 
4.2. Discussion 
x When the experiment was completed, students and teachers were asked to comment on their impressions and 
describe advantages of this approach over other approaches. The feedback from the participants of the 
experiment let us single out the following conclusions: 
x The blitz-game trains the will for victory and teaches students to assume responsibility. In the beginning of the 
experiment the participants very often refused explain unknown or difficult words, but gradually the situation 
started to change. The teams contributed to this in order to avoid demerit points. Most of the time the 
participants themselves encouraged the explainer not to refuse explaining, but, on the contrary, try to find 
another way. By the end of the experiment the explainers in 95% of cases tried to explain the difficult or 
unknown word until the team guessed it. One of the teachers notes: “It was interesting to notice that even the 
most timid students get rid of unnecessary complexes and tries to carry any explanation to its conclusion. The 
most exciting thing is that it is happening absolutely naturally”. 
x The blitz-game develops an ability to work in team. One of the students noted: “Thanks to the game we became 
better friends, though participation in business games usually leads to conflicts”. The process of the blitz-game 
is organized in such a way that every team member will have to become the one who explains and the one who 
guess. Constant change of roles helps to keep students’ attention focused on the game, as the final result 
depends on how correct and exact the explanation will be and at the same time how well the team will listen to 
and try to understand the explainer. So, every team member contributes to final result of the game, no matter 
which role he or she performs. 
x The blitz-game encourages players to take unusual decisions. The task of the explainer is to explain the 
economic term to his or her team without using any forms of the word. At first sight it seems an easy task. 
However, according to the test results, communicative abilities of the participants, studying at the same 
academic group, may differ a lot. If the team cannot understand the word, the explainer often has to give several 
variants of explanation of the word. In this case, apart from usual definitions, associative ranges of words, 
antonyms, explanation of parts of the word, the players often use some common memories or situations, which 
happened with them on other classes. Some students note: “Once I had to explain the term by means of four 
different variants until the team could understand me”, “… I never had a thought  that the term “risk” can have 
so many different meanings”, “… I always try to make the shortest explanation in order to let the team guess the 
word quickly and get more points”. 
x The blitz-game let the students learn from one another, and the teacher has a role of a mentor. Opinion of a 
teacher: “… at a certain moment of the game I noticed that students, trying to help other team members, began 
to ask each other how to explain a difficult word”. The participation of the teacher reduces to a minimum in the 
game; students themselves rule the process of the game and make decisions. They ask a teacher for help only 
when they all come across a difficult term, which needed to be clarified, or when there is a blunder in the 
explanation. 
x The blitz-game helps to enlarge vocabulary. The students note: “…sometimes words, which I did not know 
before, become new in my vocabulary and I remember them”, “this is a good way to remember even the most 
737 Natalya Usmanova et al. /  Procedia - Social and Behavioral Sciences  214 ( 2015 )  729 – 738 
difficult words”. While playing, students remember the meanings of more than 500 terms and they do it 
regularly. 
x The blitz-game causes strong emotions. According to the students, the game is “informative, interesting, 
excellent, funny, amazing”. The teachers note: “Sometimes during the explanation students jump to their feet, 
start to wave their hands or laugh together. It is very pleasant to see them active”. During the game students 
leave their comfort zone, they face the pressure of the group, limited time, unexpected situations. All these 
things make them worry for other players. In the result, all these situations make students keep the term in their 
minds and then recollect the term quickly.  
5. Conclusion 
The objective of the following research was to develop the interactive teaching approach and to assess its 
impact on the communicative competence of bachelors of economic universities. Popular game “Alias” became the 
basis for the development of the interactive approach. 170 people participated in the experiment. The results of the 
experiment indicated significant statistical difference in a skill level of communicative competence components 
between the control and the experimental groups. According to the strategic and pragmatic component the 
difference was more than in two times. Besides, the teachers’ assessment of the work efficiency in the 
experimental group was higher. 
In the result of the research it was proved that the application of the interactive approach develops profound 
interest to communication activity and a comprehension of a communicative competence significance in future 
profession. The research results coincide with the research results of other scientists (Ostrovaya, 2012; 
Sholudyakova, 2011). It was noticed that students give proper estimation to gaps in their knowledge, to weak and 
strong points, they learn to work in team. Students began to give better explanation to the listener, their speech 
became more correct, they became more confident.   
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